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INTRODUCTION 


‘DAYS GONE HAS BEEN BEND STUDIO'S LABOR OF LOVE for 
over five years. It was a challenge for us from the 
beginning—the first new IP we had created since 
Syphon Filter, way back in 1999, and the first console 
game we had made since Syphon Filter: The Omega 
Strain in 2004. Days Gone was also our first open-world 
game and our first “next gen” game, so we had a lot 

of catching up to do and a lot of new things to learn. 
We also had to grow. Over the past five years our team 
more than doubled in size as we brought on additional 
artists, designers, lighters, engineers, QA, producers, 
IT, an audio engineer, a recruiter, a video editor, anda 
community manager. The book you hold in your hands 
represents mostly the work of the concept art team, 
but Days Gone represents the work of the entire Bend 
Studio team and more—as we could not have made 

it without the additional support of numerous teams 
within the larger Sony family and outside contractors as 
well. So for the last five years we've all been focused on 
one thing: creating a unique experience that combines 
the best elements of open-world immersion and single- 
player narrative. 

In the studio, we knew from the beginning that we 
wanted to set Days Gone in the high desert of the Pacific 
Northwest. Not just because it’s where we live—Bend 
is in the middle of the state of Oregon—but because 
this type of unique environment hadn't ever been fully 
explored in a video game. The high desert is all about 
extremes: weather can change from sunny to snowing in 
an instant, immense thunderstorms can tear up the sky 
on hot summer nights, and the landscape can change 
dramatically over very small distances, going from 
verdant forests to harsh badlands to posh golf resorts 
to barren deserts of strangled juniper to tranquil rural 
farmlands. All of these disparate environments have 


one thing in common: they are surrounded by the 
ridges, buttes, mountains, caves, crevices, and lava 
flows of the ancient volcanos—the Cascade Range— 
that scarred and shaped the high desert over millions 
of years of violent eruptions. The high desert is both 
beautiful and brutal. 

So we had a setting. But what was the game? We 
knew that if we were going to create a massive world 
set in the high desert, we would need a way to get 
around, Thus we created the Drifter Bike. A unique 
hybrid of street and dirt bikes, the Drifter Bike allows 
Deacon to traverse the entire world, not just the 
broken highways and roads, but the Forest Service 
trails and logging roads and all the open wilderness 
in between—meadows, ridges, canyons, mass graves, 
Jakeshores—Deacon can ride his bike anywhere if 
the world lets him. That was a key concept early on: 
the world comes for you. Most of the roads are made 
impassable by destroyed bridges, mudslides, and floods. 
Infected wolves are always on the hunt for a meal, 
ambush camps are set up everywhere, and scavengers 
and marauders are also always on the hunt for an easy 
target. Nothing like getting clotheslined off your bike 
while fleeing from a pack of infected wolves. Or having 
a roadside sniper shoot you off your bike as you're 
trying to scavenge gas. 

And at the end of the day, that’s what Days Gone 
is really about: the people—the survivors, Drifters, 
squatters, Rippers, campers, marauders, and militia 
whom Deacon meets, helps, and fights along his 
journey. It made sense that people driven from cities by 
a global pandemic and the infected “Freakers” it created 
might end up in an untouched wilderness where they 
could build fortifications and begin the long struggle 
for survival. It also made sense that only the toughest 


would survive, that the high-desert wilderness would 
probably be filled with more murderers and thieves 
than doctors and good Samaritans. To survive, you had 
to be good with your fists, melee weapons, and your 
guns, and you had to be willing to do almost anything. 
Politicians, teachers, accountants, and lawyers were 
suddenly replaced by Freak killers, foot soldiers, 
mercenaries, and bounty hunters. 

‘And that’s where Deacon St. John, the hero in our 
story, comes in, Once a member of an outlaw biker 
‘gang, Deacon comes to the wilderness already equipped 
with the toughness and skill necessary to survive. From 
street fights back in the day, he knows how to swing 
a baseball bat, how to fire a shotgun, and how to ride 
a bike. To survive the brutal world he finds himself in 
as he searches for a reason to live, he'll have to use all 
those skills and more. This is the balance we wanted 
to strike in Days Gone: telling Deacon's story—and the 
stories of dozens of other characters—while at the 
same time creating a unique, mechanics-based game 
that rewards the player for experimenting with tactics, 
crafting, tracking, and more. 

Concept art is an important part of the development 
process for all of this. Drawings and sketches help 
visualize weapons, props, and vehicles; character 
sketches and paintings help 3D artists create stunningly 
realistic and interesting characters; storyboards 
help not just cinematics, but game play sequences, 
mechanics, and more; and full-color paintings inspire 
and instruct the entire team in how an area should be 
built, lit, and brought to life with particle effects. It’s 
been along journey, sometimes “over a broken road,” as 
Deacon would say, but we made it. It was a wild, crazy 
ride, and we hope you enjoy the result. 

Welcome to the world of Days Gone. 


MORIOR 
INVICTUS 


We used to get asked that a lot. There are a few reasons. The 
Bend Studio director and quite a few team members ride; we were fans of 
Sons of Anarchy; we didn't think bikers or biker culture had been done well 
in video games since LucasArts’ Full Throttle and had never been taken 
seriously. We wanted to explore bikers and biker culture in a serious way. 

Also, outlaw bikers ride bikes! We knew early on that Days Gone was going 
to be an open-world game and that we wanted the player to get around ona 
motorcycle. Who would be better suited for that than an outlaw biker? And 
not just because of their skill riding a bike, but because of their tempera- 
ment: a love of the open road, a yearning desire for freedom, an unwilling 
ness to compromise or conform. 

But for me, the most important thing was that biker culture gave me 
an opportunity to create interesting characters with dramatic backstories 
that could tie into the game—not just thematically but in terms of game 
play. As a member of an outlaw MC, Deacon St. John knows how to ride, of 
course, but he also knows how to fight—how to use his fists, a baseball bat, 


a gun. These skills would help anyone survive the end of the world. Being a 
rebel and a bad boy made Deacon’s relationship with Sarah, who was highly 
educated and upper middle class, more complex. And it made his friendship 
with William “Boozer” Gray, also a member of the MC, more important: 
Deacon and Boozer weren't just friends, they were brothers. For Days Gone, 
the most compelling thing about bike culture isn’t the bikes, sex, drugs, 
violence, patches, colors, or tats, it’s brotherhood and loyalty—a bond that 
will outlast everything, even the end of the world. 


Deacon's iconic back, 
at 3 2016, where Days Gone debuted 


sd for the theater wall 
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reads Morior Invictus, which means “death before 
defeat.” The inscription inside reads “I ride in the Valley 
of the Shadow of Death, lfear no one..." To most 
bikers, the number 13 stands for the thirteenth letter 


of the alphabet, orm for mayhem. To Deacon, it was the 
‘number of his unit in the Tenth Mountain. 


DEACON’S BANDANA DESIGN. The red bandana 
fluttering from Deacon's back left pant pocket was 
[added for color and movement, and as often 2s 
‘Deacon has to stop and fix his bike, it seemed like 2 
practical addition. 


Deacon's story spans flashbacks that show how he 
‘met and fell in love with Sarah; the prologue, which 
shows what happened as the world ended; and then, 
two years late, his life and journey over several 
‘weeks in the postpandemic world. Throughout it all, 
hhis looks change dramatically, from his roguish charm 
In the flashbacks to his grim and tattered look as a 
® Drifter on the broken road. 

“all 


EARLY DEACON SKETCHES 


‘There are a lot of postapocalyptic heroes out there, and it took alot of 
concept work to make ours unique. We wanted to make sure that he 
kept some of his outlaw-biker roots but was also dressed believably for 
riding the broken road after a global pandemic. At the same time, how 
and where he carried weapons was important to gameplay. 


Every patch \d Boozer’s cuts was hand 
designed, the to in-game textures by the 
character art tea ing them to look like worn 
and frayed cloth takes a lot of talent and skill. 


Melee weapons can be crafted 
upgraded, and destroyed. For outlave 
bikers, baseball bats were a weapon 

of choice before the world ended. 


RENDERS OF SOME OF DEACON’S WEAPONS, Deacon's 


knife i an important part of his character, the kind of weapon h 


the world ended. Bo otgun plays 


STATUES 


ZBrush sculptures for various Days Gone special editions. All of these 
were designed and sculpted by Greg Callahan, the lead character artist 
at Bend Studio, An experienced 3D character artist, Greg has been 
designing statues for a decade, work that requires not just a critical eye 
for motion and balance but also technical knowledge about how molds 
are created and figures are cast. 
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UNUSED STORYBOARDS. Deacon 
ras afraid of helghts in an early 
‘version of the story, afear he had 
to overcome in order to accomplish 
his goals. Ths charactor talt was 
changed to his refusal to swim—he 
«an swim, he ust doeent sw 

part of hishackstory dating to hit 
tie serving in Afghaniitan with 
the Tenth Mountain. 


DON YATOMI; ART DIRECTOR OF DAYS GONE: 


‘TOME, THIS QUOTE is not just whimsical and fun; it also 
represents the mindset of an artist. To create a sketch, 

you must always have a beginning (the dot) and set it into 
motion (the walk). Beginning is of vital importance, even if 
that beginning is as small and simple as a dot. My process, 
as clichéd as it may sound, begins with pen and paper. At 
this point, I must have already read the game's script and 
understand its story. Throughout the entire process, from 
the beginning onward, I must also work closely with the 
creative director and adapt to his vision. My sketches, just 
like the script, must contain a sense of all the vital story 
elements: plot, character, theme, conflict, and backstory or 
history. The sketches are dependent on these elements, and 
they all must be included. 

Before I begin sketching, I must take all of this—the 
story elements, the creative director's script, descriptions, 
copious conversations about the creative director's vision, 
and my own imagination—and create a picture in my head. 
‘The challenge is then to move these combined elements 
from my head to the paper. To do this, I take my favorite 
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drawing tool, a ballpoint pen, and sketch as quickly and 
fluidly as possible. During this stage, it’s important 

that I focus entirely on speed and my own imagination. 
‘This means that I won't look at any outside sources or 
images. Not yet. This is a rule I've created as part of my 
‘own process. I've spent many years building up my visual 
vocabulary by collecting observational data and emotions. 
‘The images that I pull from this visual memory bank are 
fresh and unbiased, uninfluenced by outside sources. My 
visual memories have a unique essence that they lose once 
Isearch for photo references. If I were to turn to Google 

at this point, those pictures would corrupt and replace 

the original images in my head. My best work comes only 
when I allow my imagination to flow unfiltered onto the 
page. This is why I try to quickly capture my mental images 
through sketches. 

At this point, I take a step back and evaluate the sketches 
T've done. I decide which sketch best communicates the 
story we're trying to tell. Then, and only then, I use Google 
to research more accurate photographs. These images are 
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“ALINE IS A DOT THAT WENT FOR A WALK?” uc 


used only to embellish my sketches. As I perfect them 

and add lighting and color, I work to retain the original 
essence of my imagination. These rough sketches are the 
initial inspiration that gets handed off to the concept art 
team, who clean them up and make them more detailed 
and defined. The sketches then lead to bigger things by 
establishing environments, creating unique vehicle and 
character designs, and fundamentally dictating our color 
palette anid lighting schemes for Days Gone. However, that 
“walk” I started with doesn’t end once the sketches are 
done. This process is not like a skeleton, rigid, unchanging, 
and inflexible. Rather, it is fluid and amotphous. As an art 
director, I must be able to constantly change and adapt. 

As the story develops and shifts, I move with it. I edit 

the mood as necessary, listening carefully to the creative 
director's input and making the needed changes to match 
the look, feel, and vision of Days Gone. 


RIDING 
THE 
BROKEN 
ROAD 
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As the roads became more destroyed and impassable, we started to create entire networks of 
off-road trails. Riding on these made the game much more exciting—they had tighter turns 
and more jumps; foliage was closer, so you had a greater sense of speed; and Freakers and 
other animals could jump out at you from cover. But riding a street bike on these types of 
dirt trails didn't make a lot of sense, and Deacon would never ride a dirt bike—so we created 
something entirely new, a Drifter Bike. This is a hybrid of elements from various bikes, built 
to keep you alive while riding in a postapocalyptic world. 
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PIING THE BROKEN ROAD 


‘sign. Ina world that's working properly you 
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BOOZER 
IN PAIN 


WILLIAM “BOUZER” GRAY isn't a complicated guy. He's a biker, and he's Deacon's 
best friend. Only friend, really, besides Sarah. He likes to drink, ride his 
bike, and do a bit of rabble-rousing. He’s got a code of honor that you'd 
better not cross. People like him. But he does have a darker side. Before the 
world ended, we learn, his wife Joany was killed in a bike accident. She and 
Boozer were on a drunken joy ride near Crater Lake Highway when Boozer 
lost control of the bike and put it down. The MC came and got him, but 
Joany was dead. The MC forced Boozer away so he wouldn't be charged with 
manslaughter, but that meant leaving her on the side of the road until the 
accident was spotted many hours later. 

All of this is backstory to why Boozer is so important in Days Gone. He 
understands Deacon, what he’s going through, and why he acts the way 
he does. None of this changes when Boozer is badly injured and becomes a 
burden on Deacon. Boozer has pride, and it kills him to have to rely on his 
friend. But by the end of the game, it is Deacon who has to rely on Boozer. 
‘Their friendship, and what happens between the two men, is one of the 
driving stories in the game. 


‘BOOZER'S FINAL CONCEPT PAINTING. Our goal was to make him authentic and as 
Aifferent from Deacon as possible. While originally, we wanted him to have a cigar, it 
became obvious during production that this would become a huge amount of work for 
animation and particle effects, so the idea was scrapped. 
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Development art and the final render of the Alvarez sequence. During the 
‘opening sequence, "Riding High and Tight,” Deacon and Boozer find Alvarez 
beaten and dying on the side of the road. She tells them the name of the 
‘man who did it, and the chase 


Early story board, Before Boozer became Boozer, 


chargeterization Was abandoned early on 
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In early storyboards Boozer is injured when he attempts to throw a Molotov cocktail. This was changed into 


' Ripper attack on Boozer as the story developed. As members ofthe Rest in Peace cult, Rippers have tin for 
Deacon and Boozer for reasons the two men do 


‘STORYBOARDS: In one of the 
‘storylines, Boozer attempts to 
‘commit suicide via Horde, and only 
Deacon ean save him, 


Indian Biker Ring 


i idt bins Veal 


BOOZER’S 


Deacon decides to walk point 
through the Old Belknap tunnel. 


hiding through the small town of 
p inthe final game, the dea of riding 


Freakers is a large part of Days Gone, y BOOZERIN PAIN < 
—_— 


SURVIVING ISN'T LIVING 


prison matron, and her camp is built on forced labor and 
the notion that everyone needs harsh rules to live by. Iron 
Mike’s camp at Lost Lake is the closest thing we have to 
modern democracy, as he attempts to build a world similar 
to ours. The two militia camps to the south are built on 
military principles of order and discipline, 

‘These encampments are filled with the only remaining 
people who believe in law and order, however you want to 


THERE APE FIVE human survivor encampments in Days 
Gone. These are more than just hubs where the player 
goes to turn in bounties, buy supplies, hear stories, and 
get quests—though they can be all of those things. Each 
encampment represents a different aspect of how we 
approach civilization and society. Copeland is a truther, 
and his camp is built on a foundation of conspiracy 
theories and fierce constitutionalism. Tucker used to be a 


Inhis 


Alkai does charcoal poe 


I dangs 
ofthe peoplewhe nein 
of Tucker, os 


(pronounced “alk-eye" 


FROM HIS CASTING SHEET 


A member of the Native American Wasco tribe who now heads up si 


curity at 
the Hotsprings encampment. Because of All 


's background as an engineer, 
Tucker also put him in charge of their irrigation projects. On top of all that, 
he’s the encampment’s weapons merchant. A busy guy. 


define it. If you don't live in one of the encampments, you 
are called a Drifter. Some, like Deacon and Boozer, still 
believe in and abide by laws and codes that don't interfere 
with their right to survive; most are outlaws, marauders, 
and bandits who will do anything to survive. One of the 
themes of Days Gone asks: If the world as we know it 
ended, world everything devolve into lawless anarchy? 

Or would honor and integrity prevail? 


LITTLE ORPHAN LISA 


isa's been surviving on her own for two years, living in a place that few thought 


» a town now infested with Freakers, 


lotsprings camp, where she is forced to work, 
her away from the camp, but he refuses, 
and her emotional scars become physical. Her 


ways, and by the end of the game, she has become a 


Lisa's final character model. 
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SALOME HOT SPRINGS 


Rough sketches and renders for the Hotsprings encampment. 
‘This was the first encampment we built, and it is huge and 
sprawling compared to the others. 
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ADA TUCKER 


Everyone calls her “Tuck.” Rhymes with “f**k,” ye 
before. Small frame but tough as hell. She was 


heard it 
e matron of the 
women’s wing of Klamath State Prison before she retired to Marion 
Forks, years before the world ended. 

Now she runs the Hotsprings encampment, a work camp where 
survivors are not allowed to leave. She pays Deacon and other Drifters 
to bring her survivors. She is tough because she has to be. If she isn't, 
she’s afraid that everyone at the Hotsprings camp will starve to death 
before the end of winter. 


COLLECTIBLE If the player 
8008 to Tucker's old house 
in Marion Forks, they'll 
find this suicide note 
left by her husband—a 
record of an event that 
‘occurred long before the 
World ended. Does it help 
explain why Tucker is 0 
hhard and bitter? Maybe, 
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4 a. He wears coveralls that droop on him like sails in a windless sky, and he almost looks 
f buried in a hunter’s jacket covered with em, 
a Be ' ea 
run-in with a Rager bear. 
Copeland is the leader of Coy 
wild 


brought down civilization, 


Every week he broadcasts on his station, Radio Free Oregon, in which he spells out all of 
his “truther” conspiracies about how the world ended, 


Several posters can be found 

{in Copeland’s sleeping area. 
‘Copeland is a reflection ofthe 
modern debate about the Second 
‘Amendment and the right to 
‘own guns—though in the world 
‘of Days Gone, everyone has the 
right to own and use guns. 


Copeland's final character model. 53 
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board for the sequence where we learn, 
Deacon's relationship with Copeland. 


EMMANUEL “MANNY” MENDEZ 


Hispanic, late thirties, wears jeans+ fingerless gloves, and a worn coats all 
cogered in oil stains. A dark wool cap s pulled down over his head. Grease 
smudges cover his face, 

‘A high-school dropout, Manny worked in his uncle's garage a5 kids 
earning to fix cars. The only trouble he €¥% got into was illegal street 
racing. Eventually he opened his own, shop that specialized in fixing uP 
racing bikes. 

Now he keeps vehicles running at Copeland's Camp—a grou of 
survivalist who think the feds are responsible for the end of the world. 


Manny's final charat 
bs acter models used when he was 
md by maces nthe BS 207 dee, 
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JEZZY BOWMAN. Tue bounty merchant in Copeland's Camp. 


DAMON REYNOLDS. Merchant in Copeland's Camp. ‘SURVIVING ISNT LIVIN 


WHAT'S A 
NICE GIRL 


LIKE YOU... 


\\\ DAYS GONE, character development is intricately tied to the story. For the 
player to sympathize with Deacon's feelings of loss and regret, we had to 
make his memories of Sarah real. We did this, hopefully, by making them 
playable flashbacks that tell us who she is, why she’s out in the Belknap 
wilderness, why she'd date and fall for an outlaw biker like Deacon St. 
John, and what happened to her as the world was ending. An important 
character in her own right, Sarah is first and foremost a counterpoint 

to Deacon: she is highly educated with two degrees, while Deacon is a 
high-school dropout; she comes from an upper-class family, while Deacon 
is from the other side of the tracks; she is terrified of guns and violence, 
which Deacon, as an outlaw biker, embraces. In almost every way, she is 
Deacon's opposite, but she is also the only woman he would ever love. 
Putting her on that NERO helo the night the world ended—and not going 
with her—would haunt him for years to come, 
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EARLY SARAH SKETCHES. We wanted her 
tobe beautiful but tough, She had to have an 
edge and roughness about her, o no one would 
believe that she would go for an outlaw biker. 


SARAH'S RINGS 


As mentioned earlier, jewelry, especially rings, is an 
important part of Days Gone, and not just for bikers. Very 
early in development we decided that each of the three main 
characters would have rings that were important to them, that 
would help define who they were as people. The fact that Sarah 
wore skull rings long before she met Deacon shows that she 
already was a bit of a rebel at heart. 


J, The photo that Deacon keeps of 
sarah isan important prop in the 
‘game, It took multiple iterations 
get her look just right. 
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‘SARAH'S FINAL CHARACTER MODEL. Her har, eyes, and skin shading were a challenge, but with 
‘the help of our talented artists and engineers, she turned out exactly as we envisioned. 


‘Meet cute! In one of the flashbacks we show how 
Deacon and Sarah meet, at the side of a road way out 
Jn the wilderness where her rental car has broken 
‘down. This isan important sequence. It shows 

that the two had chemistry from the start, and 
more importantly, that Sarah wasn’t about to be 
intimidated, even when a biker rolled up on her. 


Estoiaing Sat 
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‘Concept painting of Deacon and Sarah collecting 
lavender on the shore of Patjens Lakes. 
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Early in Days Gone Deacon travels to 
the NERO refugee site where, two years 
before, he was supposed to meet up with 
her. Deacon finds the eamp overrun, 
Later he creates a memorial stone with 
Sarah's name on it, which he visits 
periodically to bare his soul 


“1 Promise to Ride You as Much as My 
Bike"—a flashback that shows the 
night Deacon proposes to Sarah by 
patting his Mongrels ring on her finger. 


the idea. Sarah makes 
that their weddi 
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FARE THEE WELL 


the beginning that this sequence had to 
establish a few things: that Sarah was so important to 
Deacon that losing her would have a huge impact on his 
life, an impact he might not recover from; that he and 


Boozer were more than friends, that they were “brothers” 


who would sacrifice anything for each other; and that the 
world, represented by the small town of Farewell, was 
going up in flames. 

‘The actual town of Bend, Oregon, where Bend Studio is 
located, used to be called Farewell Bend. In the 1800s it 


was the endpoint of one branch of the Oregon Trail that 
dead-ended where the Deschutes River flowed south of 
the Three Sisters mountains. Pioneer families reached this 
spot and said farewell to each other as some went north to 
the Columbia River Gorge en route to the prosperous port 
town of Portland and some went south, where they would 
cross through Klamath Indian territory, heading perhaps 
to the gold mines in Jacksonville. In the early 1900s, the 


town of Farewell Bend was simplified to “Bend,” since the 


days of having to say farewell were long since gone. We 


at oe 20 ~ 


resurrected the name because it is here, at the start of 
Days Gone, that Deacon says goodbye to Sarah, the only 
woman he ever loved—a farewell that starts him on a 
journey that will take him to the end of the world. 

Farewell may not be a real place, but we had to make 
it feel like one. A small town in the middle of Oregon’s 
high desert, where the end of the world hits as hard as 
it does anywhere else. In some ways harder because you 
have to watch as everything and everyone you know 
goes up in flames, 
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Rough sketches like these help establish the look and feel of a location, as well. 
the emotional framing: how will Deacon and Sarah look as he struggles to get her 


through the gate? 


Our introduction to NERO, the National 


out trying to save as 
‘many people as it can, including Sarah. It 
is her only chance for survival. 
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THE FREAK SHOW 


ZOMGIES. Why'd it have to be zombies? The short answer 
is—it didn’t. But we love the genre. Postapocalyptic 
worlds are cool, but without creatures in them, they're 
sort of empty and boring. For a game, I'll take World WarZ 
or Am Legend over The Road any day. They're more alive. 
And in our case, that's true literally. Freakers—our slang 
term for humans who have been infected by the Days Gone 


virus—are literally alive. They are mutating and evolving. 
One of the subplots is all about NERO studying Freakers, 


trying to learn about them and what they’re becoming. 
We get why the world thinks of them as zombies, and 
sure, for purposes of putting Days Gone into a bucket of 
stereotypes, go for it. But Freakers are not zombies. They 
are living, breathing beings who eat, sleep, and drink, and 
as I mentioned, they are evolving. They're also one of the 
elements that make our game a lot of fun to play. 

Developing their look, animation, and sounds turned 
out to be a huge creative challenge. We didn’t want to 


make them too extreme. We wanted them to live within 
the realm of what a human body, with slight mutations, 
could actually become. But they needed to be frightening 
and dangerous. It was a challenge, but everyone is pretty 
happy with where we landed. Especially since we have 
males and females, kids, wolves, crows, and bears. There 
have been a lot of takes on zombies in video games, but we 
think the Days Gone Freakers are pretty unique. 


‘Very early painting showing a National Guardsman 
succumbing to exposure to the virus. This wasn’t for Days 
Gone, but fora horror game we pitched earlier, It was a 

‘concept, however, that evolved into what became Freakers. 
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Keyart and creature concepts for the 
Screamer, a class of female Swarmer 
that has a specialattacke.. . She 
“screams,” aloud, piercing yell that 
can attract Swarms and Hordes. 


a 
Originally, Runners were conceived as female Swarmers with 
Jong legs and the ability to run really fast. In production, this 
idea was changed to something more realistic: infected wolves. 
We felt only a mutated animal could realistically keep up with 
a motorcycle on the broken road. 


. 
‘The concept of Freakers forming $ 
Swarms was part of Days Gone 

from the beginning. 
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Early concept sk 
Breaker astride 
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SWARMS 


Game play sketches showing how Freakers 
could “swarm” over objects. 


‘Swarms 10-20 


Game concept 
sketches showing. 
Swarms turning, 
Into Hordes. 
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FINDING 


THE NATIONAL EMERGENCY RESPONSE BREANIZATION, or NERO, 
plays a central part in the world and story of Days Gone. 

A combination of FEMA, Homeland Security, and the 

NSA, our feds are up to no good. The world ends, taking all 
technology with it, yet NERO is still flying around in black 
choppers. They're doing field missions, studying Freakers 
in the wild, as if they were on one of those Sunday- 
morning nature conservation shows. The last time Deacon 
saw Sarah alive, he was putting her on a NERO rescue helo. 
At the NERO refugee camp where he was supposed to meet 


NERO 


her, he finds nothing but death, hundreds of corpses, and 
crashed NERO choppers. Then, two years later, he sees a 
NERO helo flying and the man he left Sarah with, NERO 
agent O'Brian, is still alive! Deacon wants answers. 

So much for story. Probably more interesting is how 
NERO has scarred the landscape. NERO checkpoints 
figure prominently at key tunnels in the game, forming 
chokepoints in the world, places where Freakers seem to 
congregate. Bach is a puzzle: if the player can figure out 
how to get into a NERO MMU (mobile medical unit), 


they are rewarded with the medical upgrades necessary for 
survival. Also, mass graves are scattered throughout the 
region, trains for bringing in corpses, and more. As the 
world was ending, the decision to turn the wilderness into 
‘amass grave for the country’s dead was, in hindsight, not 
the best choice NERO could have made, since it resulted in 
hundreds of active feeding grounds for the Freaker Hordes 
that now move through the high desert. 


* Concepts fora mass grave site in the 
Cascade region. Early in development 
‘twas important to show the impact 
that weather would have on gameplay: 
roads would become wet and slippery, 
but more importantly, Freakers would 
come out to feed. 
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FINDING NERO 
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~~ Concept sketch for the Grotto Cave in the northern 


_ Cascade region. These large, lava tube caves are 
‘common in the high desert of Central Oregon. 
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yyed NERO helos. These can be found in key 
jorld, as well as the destroyed refugee camp 
rial marker is located. 
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WE'VE ALL DONE THINGS 


MUCH OF ACF TO in Days Gone is spent in the Lost Lake 
Valley and Iron Butte wilderness. Here is where we meet 
Iron Mike, who serves as the voice of Deacon's conscience. 
In accepting Deacon and Boozer back into the Lost Lake 
encampment—months after he had given Deacon the 


boot for taking credits from Tucker for delivery of forced 
workers—Iron Mike says, “I know what kinda man he is, 


what he’s done. He done any worse than you? We've all 
done things we're not proud of.” Forgiveness and second 
chances are hard to come by in this world, and Iron Mike's 
‘camp may be the only place you can get them, 

It is here that Deacon begins a long road to recovering 
some of the humanity he has lost as he works to help 
make the area safer, sealing up caves, protecting the 


camp, fighting Rippers, and helping to restore power. Of 
all the places in Days Gone, Lost Lake most embodies the 
things that make civilization worth saving: law and order 
tempered by humanity and hope for a better life ... 

for everyone. 


‘The Campfire Cadets began with an idea—what would scouting have 
looked like in the world of Days Gone before everything went to hell? 
What did their uniforms look like? Where did they meet, and what were 
their goals? Good world building is grounded in reality; it gives the player 
a point of reference, something to make it all come together. It’s not 
enough just to copy an existing scouting group and slap another name 
onit. The Campfire Cadets have to feel real, like they could exist in our 
world too but still be something original to Farewell. 

‘Though this project only took about a day, it’s always amazing to see 
the impact of your writing and worldbuilding throughout the game, 
from the uniform concept art to the statue outside of Camp Pioneer to, 
finally, the in-game collectible brochure. 
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Final Iron Mile render. 
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Final Skizo render. 
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jason played my favorite character, Dante, in Uncharted: Golden Abyss. 


Raymond “Skizzo” Sarkozi: male, thirties, wears 8 
large puffy coat held together with straps and duct 
tape. The scarf on his head might have said “gang 
banger” years ago, when such things mattered. Skizz0 
dlaims to have been a member of a gang in the Bay 
‘area who was visiting a cousin in Farewell. In reality, 
hhe worked for an accounting firm. Skizzo is now head 
of security at the Lost Lake encampment, working for 
Iron Mike. While most see the current state of affairs 
as a catastrophe, Skizzo sees a world of opportunity. 
He hates everything about the wilderness, but he 
Toves the sense of power he has as someone who has 
the ability to kill without remorse. He isn't evil but 
believes that you can—and should—do whatever it 
takes to survive. He sees kindness and pacifism as 
weaknesses and the surest path to destruction. 


For a time, Skiezo was 
actually part of the 
Militia but this idea 
wasabandonedearlyon 
asthe story developed, | 
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Early Skiazo development sketches. 
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LIGHTING A CANDLE 


in Days Gone is searching for a reason 
to live. Two characters who embody this more than anyone 
are Rikki and Addy. Addison “Addy” Walker, forced into 
the role of doctor though she’s “only” a veterinarian, 
reveals her humanity when she tells Rikki to bring Boozer, 
who's been badly injured, into the camp: “When a man 

is sick, a man is sick, We have to look out for each other. 


Baby, it’s all we got.” Helping others is her reason to live. 


For Rikki, it’s all about rebuilding what they've lost. 
Explaining to Deacon why she stopped riding with him 
and Boozer, months before the start of Days Gone, she 
says, “I didn’t want to end up . . . trapped in the past, or 
running from it, I want to look forward, not back.” 

Rikki also explains to Deacon why it’s so important to 
get the lights on: “The old saying—‘it’s better to light one 
candle than curse the darkness.’ We've spent the last two 


years doing a whole lotta cursing. We get the lights on at 
Lost Lake? That's lighting our first candle.” 

Not ready to hear it, Deacon responds, “Lights attract 
all kinds of nasty bugs, and they make it way easier for ‘em 
to find you.” It will take more than restoring electricity for 
Deacon to find his reason to live. 


work into designing its interior 


LUGHTING A CANDLE 2153 


{fm super happy with how Addy turned out. She 


the body type that had been designed. She's one 
of the rare characters we created where we had 
an actual person stand on a platform and then 
‘scanned them. Asa result, she has a different 

_shape than the concept originally called for. We're 
very proud of how Addy’s head maps turned out. 


‘Addy’s Christmas card was probably one of the hardest 
things Lwrote for Days Gane, As a queer woman myself, 
understand the strength that it takes to come out and the 
pain that you feel when your family doesn’t understand, ot 
even doesn’t want to. A lot of questions cropped up while 
‘working on this collectible: Why did her family write her a 
card? Why did she keep it with her all this time? I think they 
seat it because they still love her and they want what's best 
for her (in their own misguided way). And I think she kept it 
because she loves them too and it’s all she has left of them, 
bout also because, sometimes, you need a reminder that you 
‘can't change who you are, and that it's okay. 


Text by Elyse Lemoine: 
“Aadson—We've sory if yu fel attacked by uv afer your 
‘outburst at Thanksgiving We do love you very much, But a 
your parents, we must put our fet down. Until you come to ese 
sand understand tha you are straying from the path of Ged, we 
‘cannot have you a our table anymore. Please understand, Merry 
Christmas. Mom & Dad." 


A Christmas card. One of the subtle 
es told in Days Gone shows how the world 
ran end in lots of different ways. Years before the 
pandemic, Addy went home for Thanksgiving and 
came out toher parents. It didn't go well 


a large, powerful 
ffer fools. 


She lives at 


dl speaks with the weariness 
arated lot of sick people in the 

+ watching most of them die. 

she isn’t a doctor at 
‘ary medicine. Originally 
she moved to Oreg, Res 
she speci 


of years, 
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all; her training 
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Early Riki cketches. 


RIKKI PATIL 
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athletic build. Riki 
Portland, Oregon, 
unily life that makes 


She fled over the mou, 
with Deacon, Booze: 


determined to 
‘ore civilization, She is in a 
relationship with Addy, but that doesn’t stop her 
from trying to make a connection with Deacon, 
whom she has strong feelings for, 
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Rikki tends to yell at Deacon a lot. Here she’s accusing Deacon of, 
attacking the Rippers for personal reasons. Deacon responds by 
‘saying, “You're damn right it's personal.” 


THE 
WORLD 
COMES 


“WARAUDERS. 


JOEL MANDISH 
- SENIOR STAFF CONCEPT ARTIST: 


Roaming the wilds of Days Gane are bands of men and women who will do 

‘whatever i takes to survive in adangerous and hopeless world. Cannibals, 
‘marauders, and ruthles, desperate nomads. One of my tasks was to help design 
theirlook. It tookea while to define ths, with alot of iteration. We started of too 
‘groomed and underdressed, and divided people into clear-cut factions, but after 
‘while we realized that wasn't believable. The high desert gets pretty cold for 
‘uch ofthe year. It got to-20°F here one winter while we were in development, 
anda couple of years later we had nearly four feet of snow that hung around 

‘months, We increased the wear and tear, adding patches and stitching, and 

bulking up and layering the clothes more. We spent alot of time on hai, 
pacer sect ingests bere 
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BRIAN PAPE, SENIOR STAFF ENVIRONMENT ARTIST: 
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HUNGRY JIM’S 


ELYSE LEMOINE, 
NARRATIVE GAME DESIGNER: 


HUNGRY JIM'S MENU. The Hungry Js 
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CONCEPTS AND RENDER FOR THE WATERFALL USED IN OUR E3 2017 DEMOD™ 
When mot people think of spell effects, they think of ir, smoke, and explosion. While Days 
Gone does fate ne kof thera), another goal was to help crete spares that lage tn 
sceni¢ lotitidis founil throughout Central Oregon. You can discover dozens of waterfalls that closely 
resemble actual wateflls vers with cascading currents, insets and even areas of terrain ravaged 
by wifes. You may also encounter random gusts of wind that propel aforrent of leaves acros Your 
path or ewellof eno. In alton, numerous effects can only dacovered in pec locations or 
seb. doy nu lgting seta iather event 


JEREMY VICKERY, 
SENIOR STAFF LIGHTER: 
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REST IN PEACE 


of acult called Rest in Peace. These _ shave themselves, scar themselves ritualistically, ingest 
are men and women who follow a messiah-like figure drugs that keep them from feeling pain, and kill anyone 
named Carlos who believes the pandemic was acelestial __ who disagrees with them 

event designed to transform the world. They worship the As mentioned before, everyone is searching for a reason 
Freakers, believing them to have been transformed into _to live. For Carlos and the Rippers, that reason lies in 

an exalted state. They've given up their names, tryingto __ finding meaning at the end of the world, even if the end 
forget their past ¢0 they can be more like Freakers. They __result of that meaning is oblivion. 


to steal antibiotics from a wrecked plane. 


y/ - f sToI Deacon sneaks into Ripper territory 
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COMPOUND 


HANS PARK, 
SENIOR STAFF CONCEPT ARTIST: 


‘The most important consideration when creating interior 


the of groups whi 
reflected in the concept art became the driving force to create a 
believable new world and story in Days Gone. 
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Male, white, thirti. 


has a massive burn scar on his 
Rest in Peace cult, a group of survivors who believe 
who've been elevated to an exalted state. 


back. Carlos is the leader of the 
that Freakers are actually people 


f what humanity 


only two men who knew him before the 


Carlos, who was formerly known a 
Boozer that is highly personal. Yea 


MC, and Deacon and Boozer hel 
off his back, 


“Jessie,” has a grudge against Deacon and 


rs before, Jessie was kicked out of the Mongrels 
Id him down while the Mongrels MC tattoo w: 


as burned 
Carlos inal renders. 


ABATE eros 


y q Designs for Carlos's weapon and sheath. 


‘TATTOO AND SCAR SKETCHES, Originally, Carlos and 
the Rippers wer ol 
this was changed ea 


Mean ol Carlos. Designed to be the cultish leader ofthe Rippers. He is lean but 


‘The burn scar on Carlos 


contracture sears. T 
scarred mentally, Su 
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[Lisa was a fun character to work on who went through many iterations along. 
the way. She started out alot younger, and the concept team had some great 
to get that across to the player very quickly, Unfortunately, some 
had to get pulled as her story matured. In the end, we found a 
between her age, her life events, and where her story took her, as 


JEREMY VICKERY, SENIOR STAFF LIGHTER: 


We havea system in place that allows the environment artists to place light poéts 
and other Iighting props with settings we preconfigured asa lighting team. But 
sometimes certain iconic locations need to have a bit more thought put into how 
they should be lit. The Waldo Lake hydro dam was definitely one of those cases. 
After looking at how dams in the real world ar lit, it became evident that the large 
structure needed a more homogenous approach, to simplify its lighting to show 
off the more graphic form of the entire structure, We turned off many of the street 
lamps and tried to make larger pools of light as a composition from afar. Hopefully 
it stands as a more eple location with these changes. 
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THE DEAD ZONE 


‘OEACON'S JOURNEY I Days Gone is emotional, spiritual, and 
physical. Parallel to the story, which is divided into three 
acts, the world is divided into three sections: the northern 
wildernesses (Belknap and Cascade), where he spends act 
one, the middle section (Lost Lake and Iron Butte), where 
he spends act two, and the southern section (Diamond 
Lake, Crater Lake, and Highway 97), where he spends 


most of act three. At the end of act two, when Deacon 
rides over the pass heading south and into the Dead Zone, 
we wanted to create a feeling of hope (that he will find 
Sarah) mixed with dread (What is this place?). 

‘The introduction of an entirely new faction, the 
Deschutes County militia, was intended to add to this 
sense of uncertainty. In many ways, for Deacon, this is a 


new beginning. He’s left behind his only friends, Boozer, 
Rikki, and Addy, in search of answers—is his wife alive? 
Did she survive when her camp was overrun? Is she with 
the Militia? For Deacon, this is his search for a reason 
tolive. 


Concept paintings 
depleting the 
southern end of 
the Iron Butte 
region, as Deacon 
heads into the 
Thielsen Pass. 
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STORYBOARDS. Deacon makes his way over the 


‘snowy and treacherous Thielsen Pass. 


Final Taylor render. 
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Taylor joined the 


Militia at the same time as 
Deacon. While ont on 
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GER BEAR 


Sketches, renders, and key art 
for the Rager Bear—an infected 
bear that represents one of the 
biggest threats in Days Gone. 
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Final render of Captain Kouri. 


CAPTAIN DERRICK KOURI 


Male, black, forties, wears worn Militia gear, 
covered with a long dark overcoat—his nod to 
flouting military authori 

Kouri runs the Diamond Lake Militia camp and 
is second in command to the Colonel. Ex-military, 
Kouri keeps his past to himself, supporting the 
Militia’s goals until the Colonel declares Holy 


Genocide. A mercenary with a heart, Kouri turns 
out to be an unexpected ally. 


He and Deacon have two things in common: 
they both served in the military, and they both lost 
their wives as the world ended. He carries a photo 
of his wife Karie everywhere he goes, 
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'STORYBOARDS. Another important story beat: Deacon meets Captain Kouri for the 
first time and sees that Kourl is wearing Deacon’s one-of-a-kind Mongrels ring, the same 
ring that Deacon placed on Sarah's finger the night he put her on that NERO chopper. 


ee 


JOURNEY 
TO WIZARD 
ISLAND 


ACrater 
Lake tourist brochure. 
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In creating the open world of Days Gone, one ofthe biggest challenges we faced was crafting 
world that felt true to the wild terrain of Central Oregon while still being fun to traverse on 
a high-speed Drifter Bike, Getting inspired was easy: we didn’t need to go much further than 
‘our own backyards to gather a mountain of reference. When it came to distilling all of that 
inspiration—and al the complex, gnarled detail of the beautiful Northwest—intoa playable, 
drivable world, lots of trial and error came into play. The spacing between trees, how rocks are 
arranged, maximum slope on hills, the windiness of the bike trails—everything underwent 
multiple iterations before we settled on the rules that governed our world. In the end, I think 
Wwe came up with something that will both evoke fond memories in anyone who's hiked through 
Oregon and provide a great experience for those players that are just looking to tear through 
nature on a badass postapocalyptic bike. 
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‘Sketches and design of Militia Tents JOURNEY TO WIZARD ISLAND 271 


Sketches and concepts for the gallows area. An 
important story area, this is where the Colonel swears a 


in new recruits and executes those who go AWOL. 
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Concept for the Colonel's chamber in the lower Ark. 
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REQUISITIONS FOR SARAH 


WN MANY WAYS, the entirety of Days Gone builds to this I wanted the reunion to be emotional, but also 
moment when Deacon is reunited with Sarah. At this unexpected. Yes, there are tears anda kiss, but also 
point, we've spent more than adozen hours in the game, __ bitterness and regret. This isn't the same Sarah we met 


experiencing Deacon’s anguish and the guilthe feels for __before in the flashbacks—this Sarah is hardened, both 

not having been there when Sarah was killed. Then he’s ‘emotionally and physically. She’s a woman on a mission, 

given a sliver of hope that she might be alive, only tohave _and nothing is going to stop her, not even the surprise 

it dashed again, Then, finally, he discovers that she might _ resurrection of her dead husband. In many ways, Days 

be alive after all and heads off to find her, A roller Gone is Sarah's story just as much as it is Deacon's. 

coaster of emotions. Deacon spent two years searching for a reason to live. 
Sarah spent that time trying to save the world. 


‘Concepts for Militia, 


REQUISITIONS FOR SARA 1 
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Storyboard showing the tension between 
them as Sarah explains why she can't leave, 
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by being in the field with her can Deacon begin to see how much she's changed. 
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‘REQUISITIONS FOR SARAR 


RENDER. Deacon learns Sara's gttsecret 
{fp view that ke the world started ight BEF 


‘Visual development for the hand 
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HOLY 
WAR 


EACH OF THE survivor encampments in Days Gone represents a different 
approach to restoring civilization. Copeland, the truther, calls for individual 
responsibility and freedom to live or die. Tucker, at the Hotsprings camp, is all 
about forced labor and ruling with an iron fist. Iron Mike is about democracy 
and the rule of law. For Colonel Garret it's about military discipline. 

Early in the story it was made clear that Deacon once served in the 
military and that he hated every minute of it. For Deacon, becoming a 
member of an outlaw motorcycle club was all about rebelling against 
authority. He craved the freedom of the open road, the freedom to do 
what he wanted, Thus, his willingness to join the Militia, to put himself 
under the thumb of aman like the Colonel, demonstrates the lengths 
he's willing to go to first to find Sarah, then to be with her. While Deacon 
may not like what the Militia stands for, Sarah has a different viewpoint: 
“It’s utter chaos out here. We need the order and discipline or we're not 
gonna make it.” In the Freaker apocalypse, she may not be wrong. 
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« but looks older. The Colonel is the charismatic 


Male, white, fiftie 
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an army, but 
madness? Though his hat bears 


‘was never an officer, let alone a colonel 


160 THE ART OF DAYS GONE 


LAM logo SkeTcheS— 6 br 


yrs COUNry 


Concepts and final design 
for the Deschutes County 
Militia insignia. 


HARWDER MILITIA 


Eres ares 


squirts, black, male, medium build. Weave grew 
‘upon the northeast side of Portland, a poor kid in @ 
rough neighborhood who Jearned to fight at an early 
age. Tough but also book smart, Weaver earned a 
‘scholarship to MIT, where he obtained a degree in 
chemistry, graduating with honors: When the world 
‘ended, he was working a5 @ chemical engineer at a firm 
«Portland. He was the only member of his family that 
made it out of the city alive 

Weaver is now a member of the Militia and is 
working hard on a chemical weapon that can be used 
against Freaker Hordes. With Deacon’s help, Weaver 
‘makes a napalm Molotov that Proves quite effective. 

Weaver is attracted to Sarab, and at first Deacon 

= wonders if the two are together: 


Weaver's concept 
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Final render, 


AFTERMATH 


[Hie FINAL ASSAULT on Wizard Island was titled “Long define it, has to be our most important goal, or what does __ blow open the gates to Wizard Island. He fights his way 
Road Home” throughout production because that idea any of it matter? And if it’s worth reaching, it’s worth through the Island’s fortifications, through the Colonel's 
summed up not just Deacon's struggles—his journey back fighting to get there. Ark, and through what seems like the entire Militia. This 
to Lost Lake, his fight to destroy the Militia, his efforts ‘And it’s a good thing that fighting is something Deacon _is the part of the game where things blow up, and they 
to be reunited with Sarah—but an important theme of __is very good at, He fights off massive Hordes so he can blow up good. Nothing will stop Deacon from reaching 
the game: the struggle to live has to be more than just a___build “the world’s biggest bomb”—a fertilizer truck bomb the woman he loves. 


struggle to survive. Getting “home,” however we want to _ that he and Boozer drive down the Militia's throat to 


Concept and render of the dump truck. 
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STORYBOARDS AND RENDERS. Boozer lives! Throughout the game 
the player has been helping his friend Boozer ist by keeping him 


Renders from the final “I Remember” trailer, 


‘THE ART OF DAYS GONE 


CREATING DAYS GONE was an incredible journey for all of 
us, spanning six years, thousands of pieces of art, tens of 
thousands of lines of code, an untold amount of sweat, 
and probably a few tears as well. By the time we got to 
the end, we all felt a little like Deacon—jubilant that we 
had achieved our goal, but exhausted. It’s an incredible 
amount of work creating an entire world: everything you 
see, hear, and experience had to be created from nothing. 
Five years ago, Days Gone did not exist. 


For alll of us that worked on the game, it was an epic 
journey of creativity. For Deacon St. John, it was an epic 
journey of redemption. In the end, it wasn't really about 
finding the woman he loved—it was about finding a reason 
to live, and learning that those were not the same thing. 
As he tells Sarah when he learns that she’s not trying to 
kill Newts but cure them, “Most people out there, they're 
just trying to survive and here you are, trying to save the 
Goddamn world.” When Deacon rallies the Lost Lake camp 


to fight the Militia, he’s not doing it just to save Sarah. 
He's doing it because it’s a cause worth fighting for and 
‘worth dying for. And maybe that’s what Days Gone is all 
about: the idea that if there's nothing in your life you're 
willing to risk everything for, maybe you don't have a 
reason to live. 
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